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(54) Graphics engine for colour 2D graphics 

(57) A graphics engine (10) is disclosed which can 
be used in a colour desktop publishing system (Fig. 1). 
The graphics engine (10) accepts 32-bit RGBM data 
(11) and performs pixel level calculations under compu- 
ter (I) control to output processed 32-bit RGBM data 
(19). The engine (10) comprises a render processor 
interface (100). a run controller (200) including a ramp 
generator (250). and a control unit (300). Interpolators 



(400) are provided for each colour (RGB) and cascaded 
with corresponding compositors (500). A transparency 
interpolator (600) and matte combiner (700) alter the 
matte plane of the video image. The engine (10) can 
output data suitable for rendering by a colour laser 
printer (5.7) for a full size A3 page at 400 dots per inch. 
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Description 

The present invention relates to computerised graphic systems, and in particular, discloses a graphics engine 
which provides for the manipulation of image data. 
5 Desktop publishing systems are known in the art which enable a user to manipulate visual image data so as to cre- 

ate or amend a visual image in some manner. 

Known systems generally have the capability of creating black and white images which can be outputted on either 
a monochrome display, or by use of a black and white laser printer. 

However, there exists a demand for desktop publishing systems that operate in full colour and provide for perform^ 
10 ance comparable to existing monochrome systems both as regards speed and function on the one hand and image 
quality on the other. However^ for colour systems, the amount of data required to be processed is generally 24 times 
that of the black and white system. Accordingly, using existing technologies, processing times are correspondingly 
greater. 

It is an object of one aspect of the present invention to provide a device that is capable of performing a variety of 
15 graphics functions on colour image data and to output the processed data at a data rate that is suitable for reproduction 
using existing visual displays and colour printers. 

In accordance with one aspect of the present invention there is disclosed a graphics engine to manipulate colour 
video image data on a pixel-by-pixel basis, said engine comprising a parallel data path for each one of three primary 
colours of said image data, each said path comprising a cascade connected Interpolator and compositor and said data 
20 paths being connected in parallel with a cascade connected transparency interpolator and matte combiner, wherein 
each of said colour interpolators receive colour variation commands, each of said conrpositors receive colour input data 
for each said pixel in turn and said compositors transform said colour irput data in accordance with a pre-determined 
function the output of which is dependent upon both the input colour data and the interpolator variation command, and 
wherein said transparency interpolator receives transparency variation commands, and said matte combiner receives 
25 matte plane input data for each said pixel and said combiner produces a colour blerxl value and an output matte value 
for each said pixel by transforming said input matte data in accordance with said transparency variation commands, the 
output of said graphics engine being colour image data simultaneously manipulated as colour, transparency and matte. 
In accordance with another aspect of the present invention there is disclosed a ramp generator comprising: 

30 means for storing a number (N) as a plurality of bits of information; an accumulator for generating a ramp output 
between a predetermined minimum and a predetermined maximum; and 

means for testing the most significant of said bits to establish either a step mode or a jump mode of operation, 
whereby in said step mode, said output increases at a rate less than 1:1 and in said jump mode, said output 
increases at a rate equal to or in excess of 1 :1 . the value of said number determining the real time taken for said 
35 output to traverse between said minimum and said maximum. 

Embodiments of the present invention will now be described with reference to the accompanying drawings, in 
which: 

40 Figs. 1 A-1F are schematic block diagrams of prior art image manipulation systems which incorporate a graphics 

engine; 

Fig. 2 is a schematic block diagram of the preferred embodiment of the graphics engine; 

Fig. 3 is a schematic block diagram of the render processor interface of Fig. 2; 

Fig. 4 is a schematic block diagram of the first-in-first-out register of Fig. 3; 
45 Fig. 5 is a flow chart showing various states of the read address generator of Fig. 4; 

Fig. 6 is a schematic block diagram of the control unit of Fig. 2; 

Fig. 7 is a schematic block diagram of the run controller of Fig. 2; 

Fig. 8 is a schematic block diagram of the run length register of Fig. 7; 

Fig. 9 is a schematic block diagram of the run length counter of Fig. 
50 Fig. 10 is a schematic block diagram of the ramp generator of Fig. 7; Figs. 11 A and B illustrate the generation of 

the ramp of the generator of Fig. 10; 

Fig. 12 is a schematic block diagram of one of the colour interpolators of Fig. 2; 
Fig. 13 is a schematic bUodk diagram of the interpolator A of Fig. 12; 
Fig. 14 is a schematic block diagram of the interpolator B of Fig. 12; 
55 Fig. 1 5 is a schematic block diagram of one of the colour conrpositors of Fig. 2; 
Fig. 16 is a schematic block diagram of compositor A of Fig. 15; 
Fig. 1 7 is a schematic block diagram of the compositor B of Fig. 15; 
Fig. 18 is a schematic block diagram of the transparency interpolator of Fig. 2; 
Fig. 19 is a schematic block diagram of the transparency interpolator synchroniser of Fig. 18; 
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Fig. 20 is a schematic block diagram of the transparency interpolator A of Fig. 18; 
Fig. 21 is a schematic block diagram of the transparency interpolator B of Fig. 18; 
Fig. 22 is a schematic block diagram of the matte combiner of Fig. 2; 
Fig. 23 is a schematic block diagram of the matte synchroniser of Fig. 22: 
5 Fig. 24 is a schematic block diagram of the matte delay of Fig, 22; and 

Fig. 25 is a schematic block diagram of the matte calculator of Fig. 22. 

As seen in Fig. 1 A, a simple form of image manipulation system takes the form of a general purpose computer 1 , 
a graphics engine 10. a work screen memory 30 of typically 3 Mbytes maximum and a screen or monitor 3 capable of 

10 high resolution. In this system images stored in the computer 1 are able to be displayed on the monitor 3 and manipu- 
lated via the graphics engine 10 and the keyboard (not illustrated) associated with the monitor 3. 

Another type of image manipulation system shown in Fig. IB is associated with a colour laser copier 5 which is 
preferably the CANON CLC500 COLOR LASER COPIER (Registered Trade Mark). The copier 5 includes a scanner 6 
and printer 7 which are connected to a page store or memory 4. The page memory 4 is typically 96 Mbytes maximum 

75 for an entire A3 size 400 dots per inch (dpi) image. The data rate of this copier is 13.35 MHz which is substantially the 
same as a standard video broadcast data rate of 13.5 M pixels/second. The computer 1 and graphics engine 10 are 
substantially as before. 

As indicated in Fig. 1 C. it is possible to combine both the above systems by the provision of a data bus 26 intercon- 
necting the graphics engine 10. the work screen memory 30 and page store 4. With this configuration, a image read by 
20 the scanner 6 can be manipulated whilst displayed on the monitor 3 and then printed out using the printer 7. 

Fig. ID illustrates a similar system save that a pan/zoom engine 9 is provided between the data bus 26 and the 
work screen store 30 to further increase the nature of the image data manipulations able to be performed. 

The system of Fig. 1 E is concerned essentially with video images which can be either still video or lines of a live 
video for broadcast or other purposes. Here the graphics engine 10 provides an output (only) to a line store 40 which 
25 operates on the first in first out (FIFO) principle and which in turn outputs to a triple digital to analogue converter (DAG) 
41 to provide the necessary output video signal. 

Lastly, as seen in Fig. 1 F. a inter-active video image manipulation system incorporates the computer 1 and graphics 
engine 10 as before, however, the graphics engine 10 both outputs data to. and receives data from, a double bufferred 
frame store 42. The frame store is able to receive video data from a video source 43 and output video data to a video 
30 destination 44. 

With the above applications in mind, the preferred embodiment of the graphics engine 10 of the present invention 
will now be described with reference to Fig. 2 and with general reference to an image manipulation system of the gen- 
eral type depicted in Fig. 1 D. 

It will be seen in Fig. 2 that the graphics engine 10 includes an input data bus 1 1 . which provides a video input, and 

35 an output video data bus 19. Also included within the graphics engine 10 is a render processor (RP) interface 100. a 
run length controller 200. and a control unit 300. A data path includes interpolators 400 for each of red. green, and blue, 
a transparency interpolator 600 as well as compositors 500 for each of red, green, and blue and a matte combiner 700. 
An address generator 800 and a write controller 900 are also provided. 

Commands enter the graphics engine 10 via the RP interface 100 and both the bus 12 which provides RP data and 

40 the bus 1 3 which provides RP control. Signal lines 1 4 provide for direct memory access (DMA) control. The control unit 
300 accepts two clock signals 15 which include a pixel clock running typically at 13.35 MHz. The control unit 300 reads 
data from the RP interface 100, interprets those commands received, and passes the command operands to the run 
controller 200, and to the data path including interpolators 400. The command operands are also passed to the address 
generator 800 and the write controller 900. The control unit 300 is also responsible for decoding microcode from these 

45 commands, which is subsequently used by respective execution devices within the engine 10. 

The run controller 200 is initialised with the run length of the particular graphics command by the control unit 300 
and produces a linearly increasing number in the form of a ramp from 0 to 255 for the duration of the run. This ramp is 
used by the interpolators 400 to control the mixing proportion in blend commands. 

The graphics engine 10 is configured to operate upon red. green, blue and matte (RGBM) information which is an 

50 industry standard. The colour data path of red. green and blue interpolators 400, in the general case of a blend com- 
mand, is initialised by the control unit 300 with a start colour and an end colour. The colour data path produces a blend 
between these two colours, and then composites the result, including a percentage of the current colour, in the pixel 
memory (work screen store 30 or page store 4) via the RGBM out bus 19. The transparency data path includes a trans- 
parency interpolator 600 and a matte combiner 700. In the simple case of a transparency blend command, the trans- 

55 parency data path is initialised by the control unit 300 with a start transparency and an end transparency. The 
transparency data path produces a blend between these two values, and the result is used to control the compositing 
proportions in the colour components. The transparency blend can also be written or composited with the matte plane 
in the pixel memory. 

The address generator 800 provides the read and write addresses to pixel memory 4,30. The page memory 4 
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addresses are maintained independently from those of the work screen memory 30, allowing reads from the page 
memory 4, which is interconnected to the buses 1 1 and 1 9 via buffers, to occur in parallel with writes to the work screen 
memory 30, and visa versa. 

The write controller 900 provides synchronised read and write signals to the pixel memory 4.30. In order to syn- 
5 chronise to the pan/zoom engine 9. the write controller 900 provides a STALL signal to suspend operation in all execu- 
tion units of the engine 10 when waiting for completion of read or write access to the work screen memory 30. The write 
controller 900 also maintains a pipeline of status signals which contains the micro-code used by other execution units. 

The data path as earlier described includes a colour portion divided into three component colours, red. green and 
blue. Each colour component is separated into two stages comprising an interpolator 400 and a compositor 500. The 
10 interpolators 400 are responsible for generating the blended colours, and the compositors 500 are responsible for mix- 
ing the blend with the pixel memory. 

The transparency portion of the data path also has an interpolator 600, but not a compositor. When compositing to 
the matte plane, the green compositor 400 is used. The matte combiner 700 provides the colour compositors 500 with 
the mixing proportion which it selects from one of several possible transparency sources. The matte output is also fed 
15 to the red compositor 500 which allows the data which would have been written to the matte plane, to be written to the 
red plane instead. 

Having introduced the structure of the graphics engine 10. the control of the various components thereof will now 
be described in further detail. 

The control unit 300 preloads a set-up stage of a graphics command into the execution units even if the previous 

20 command is still being executed- When all the command parameters are loaded, and the previous command is com- 
plete, the graphics instruction is initiated with a "START* signal. The data path 400/500 and the address generator 800 
proceed in parallel and emit the first pixel after a minimum of six clock periods on the pixel dock PXCLK 1 5. A new pixel 
is thereafter emitted every clock cycle for the duration of the instruction unless stalled by a peripheral device connected 
to the engine 10. Throughout the instruction, a ramp generator 150 (Fig. 10 to be described hereafter) within the run 

25 controller 200 supplies a linearly increasing number from 0 to 255 and indicates to the controller 300 when the instruc- 
tion is completed via a "LAST* signal. The write controller 900 interfaces to the pixel memory 4.30. or the frame store 
2. via the bus 21 . The write controller 900 also interfaces to a further bus 20. supplying the pan/zoom engine 9 and 
workscreen memory 30. and keeps track of when and where to read and write pixels. 

There are three types of commands executed by the graphics engine 10. These are: compositing commands, con- 

30 figuration commands, and synchronisation commands. Compositing commands are the most common type of instruc- 
tion given to the engine 10 and they allow the computer 1 to perform full colour linear blending operations in the page 
store 4 and on the screen 3 via the work screen store 30. Configuration commands are used to set up internal or exter- 
nal hardware connections prior to executing compositing commands. Synchronisation commands are used to keep the 
graphics engine 10 synchronised to internal hardware events or external hardware events. Table 1 shows the three 

35 types of instructions and their respective instruction codes. 

The source and destination of blending operations can be either the compositing page memory 4 (CM) or the work- 
screen 3 (WS). Accordingly, there are four types of compositing commands: compositing within the compositing mem- 
ory 4; compositing within the workscreen memory 30; compositing from the compositing memory 4 to the workscreen 
memory 30; and compositing from the workscreen memory 30 to the compositing memory 4. During CM to CM com- 

40 positing, one pixel is read and written in every pixel clock period (75 ns). Reads are performed in the first half of the pixel 
clock periods and writes in the second half. The graphics engine 10 uses a i pipeline delay system in which data is 
transferred sequentially between various devices within the engine 10. Accordingly, there is a delay between reading 
the "old" value of a pixel, and writing the "new" value of the pixel. For this reason, the compositing memory 4 address 
changes between the first and second halves of the pixel clock period. 

45 Due to timing constraints in the compositing memory 4. there is one pixel clock period delay between issuing a read 
address, and reading the data at that address. This delay is compensated for by adjusting the position within the graph- 
ics engine 10 pipeline where the read data is received. The compositing memory 4 also has a one clock delay when 
writing pixel data, but this does not affect the internal operation of the graphics engine 10. 

During WS to WS compositing, a maximum of one pixel is read or written in every pixel clock period (75 ns). Reads 

50 are requested in one pixel clock period, and writes in another. Because of pipeline delays in the graphics engine 1 0, for 
the same reasons as described above, the workscreen memory 30 address changes between successive read and 
write requests. 

Due to timing constraints in the workscreen memory 30, there can be a delay between issuing a read request, and 
reading the data at that address. Handshake signals from the pan/zoom engine 9 indicate when the data is ready. This 
55 delay Is compensated for by stalling the graphics engine 1 0 pipeline until the read data is received. The graphics engine 
1 0 reads the data from the monitor or workscreen 3 in the clock period after the read acknowledge handshake signal is 
received from the pan/zoom engine 98e 8, in order to be compatible with the one clock delay in the compositing memory 
4. Latches, (not illustrated and external to the graphics engine as earlier described), hold the data during this delay. The 
workscreen memory 30 can also have a delay when writing pixel data. Typically, the first pixel written will not be delayed, 
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as the write request is "posted**, and performed in subsequent clock periods. The pan/zoom ratio must be set to 1 :1 for 
WS to WS compositing, as will be understood by those skilled in the art. 

CM to WS conrpositing is used to transfer pixel data from the compositing memory 4 to the workscreen memory 
30. During CM to WS compositing, a maximum of one pixel is read and written in every pixel clock period. Reads are 
5 requested from the compositing memory 4 in the first half of the pixel clock period. Writes are requested from the work- 
screen memory 30 during the entire pixel clock period, but the address and data are only available in the second half 
of the pixel clock period. Separate addresses are maintained for the workscreen address and the compositing memory 
4 address. 

Due to timing constraints in the compositing memory 3, there is a one pixel dock period delay between issuing a 
10 read address, and reading the data at that address. This delay is compensated for by adjusting the position within the 
graphics engine 10 pipeline where the read data is received. Due to timing constraints in the workscreen memory 30, 
there can be a delay between Issuing the write request, and receiving the corresponding handshake signal from the 
pan/zoom engine 9 which indicates when the data has been accepted. This delay is compensated for by stalling the 
graphics engine pipeline until the handshake is received. The write address and data will be presented again in the sec- 
75 ond half of the next clock period until the handshake is received. Typically, the first pixel written will not be delayed, as 
the write request is posted, and performed in subsequent clock periods. 

CM to WS compositing can be used in conjunction with a reduction zoom ratio to reduce the size of the workscreen 
image. In a reduction rhode. the pan/zoom engine 9 discards pixels from the graphics engine 10, and only writes every 
"NTH" pixel. This is transparent to the operation of the graphics engine 10. as the only difference It perceives is that 
20 writes appear to be completed quicker. 

CM to WS compositing can also be used in conjunction with a magnification zoom ratio to increase the size of the - 
workscreen image. In expansion mode, the pan/zoom engine 9 reads a pixel from the graphics engine 10. and writes 
the next 'N x N" pixels with the same value. This is also transparent to the operation of the graphics engine 10. as the 
only perceived difference is that writes appear to take longer to complete. Note that only the first pixel address in a run 
25 Is used by the pan/zoom engine 9. The graphics engine 10 generates addresses for subsequent pixels,, but those 
addresses are not required by the current implementation of the pan/zoom engine 9. 

WS to CM compositing is used to transfer pixel data from the workscreen memory 30 to the compositing memory 
4. During WS to CM compositing, a maximum of one pixel is read and written in every pixel clock period. Reads are 
requested from the workscreen memory 30 in the first half of the pixel clock period and writes are perlormed on the 
30 compositing memory 4 in the second half of the pixel clock period. If the workscreen read has not been acknowledged 
by the end of the pixel clock period, the pipeline will be stalled. The read request will remain pending, and the write to 
the compositing memory 4 will be repeated at the same address. Separate addresses are maintained for the work- 
screen memory 30 addresses and the compositing memory 4 addresses. 

Due to timing constraints in the workscreen memory 30. there can be a delay between issuing a read request, and 
35 reading the data at that address. Again, handshake signals from the pan/zoom engine 9 indicate when the data Is ready. 
This delay is compensated for by stalling the graphics engine pipeline 10 until the read data is received. The compos- 
iting memory 4 has a one clock delay when writing the pixel data, but this does not affect the initial operation of the 
graphics engine 10. 

WS to CM compositing can be used in conjunction with a reduction ratio to Increase the size of the image as it Is 
40 copied into the compositing memory 4. In this mode, the pan/zoom engine 9 initialises a workscreen address during the 
first pixel in a run. but only increments this address after every "N" pixel read requests from the graphics engine 10. This 
has the effect of expanding each pixel, but is transparent to the operation of the graphics engine 10. Note that only the 
first pixel address in a run is used by the pan/zoom engine 9. The graphics engine 10 generates addresses for subse- 
quent pixels, but these addresses do not take the reduction ratio into account. 
45 WS to CM compositing must not be used in conjunction with an expansion zoom ratio in the pan/zoom engine 9. 

Configuration commands are used to set up internal and external hardware prior to executing compositing com- 
mands. The commands can be executed between compositing commands to allow long instruction streams to be 
formed. 

A Load Zoom ratio command passes a parameter word following the instruction to the pan/zoom engine 9 via the 
50 workscreen address bus. The expansion factor appears on bits 3 to 0 of the parameter, and the reduction factor appears 
on bits 7 to 4. Timing for the transfer is the same as for a WS write command and no pixels are written The "run length" 
field of the load zoom ratio command is set to one. Table 2 shows the load zoom ratio parameters. 

A Load Graphics Engine (GE) Salt Configuration command allows various modes to be set within the graphics 
engine 10. Ideally, these modes are contained within each graphics instruction. A limited number of bits within the 
55 Instruction word, however, prevents this possibility. Table 3 shows the load GE configuration parameter. 

Bits 6 through 4 of the parameter following the load GE configuration instruction configure the "matte to red", "matte 
to green", and "matte to blue" modes respectively. Bits 3 to 0 of the parameter configure "write enables" to the R.G.B 
and M planes of the workscreen memory 30. These write enables provide a way to disable writes to individual planes 
In the worksaeen memory 30. Compositing memory 4 writes are not affected by these bits. Image and matte write ena- 



BNSOOCIO: <EP_077S97l A1 J 



EP0775 971 A1 



bles in graphics instructions can also disable writes, but not to individual planes. Bits 6 through 0 are used to allow data 
which is normally written to the matte plane, to be written to the red plane Bits 10 through 7 allow sween compositing 
operations to be sped-up in certain circumstances. When "bit map" instructions are used, and the zoom ratio is 1:1. 
these three bits can be set. The SBR bit enables the "skip bit matte reads" mode. In this mode, screen reads are not 

5 requested from the workscreen If the appropriate bit in the bit map mask would have disabled the subsequent screen 
write. If the read is "skipped" the pixel will consume only one pixel clock period, instead of the three or more required 
by the current implementation of the panlzoom engine 9. Text typically contains a large percentage of "white space", so 
the potential time savings are substantial. 

The SBW bit enables a "skip bit matte writes" mode. This mode disables screen write requests, when the appropri- 

10 ate bit in the bit map mask is 0, rather than simply disabling the screen plane write enables. In order to allow the skip 
bit matte read or write modes to function correctly with the current implementation of the pan/zoom engine 9. it is nee- 
essary to assert a line of the compositing memory 4 control bus 21 in every read or write cycle, to override the 
pan/zoom engine's automatic address calculations. The SER and SEW bits assert the start on every read, or the start 
on every write function. The "run length" field of the load salt configuration command should be set to one. 

IS A Load Register command allows most of the internal registers of the graphics engine 10 to be loaded individually 
or collectively The configuration of the load register instruction is shown in Table 4. This command is used in conjunc- 
tion with the "execute microcode" instruction for testing purposes. Bits 27 through 0 of the instruction specify which 
internal register is to be loaded. The parameter following the instruction is then loaded into the specific register. More 
than one register can be loaded with the parameter. For example, registers 0 to 3. as defined in table 4. can be loaded 

20 at the same time because each register uses different bits from the parameter. Typically, the "alt microcode" register 
would also be loaded, before the "execute microcode" instruction is issued. 

Run Length and Texture Offset registers (to be later described) cannot be loaded using the load register command. 
Separate registers called "alt run length" and "alt texture offset" registers, however, can be loaded. The graphics pipe- 
line uses these registers instead of the usual registers when the "execute microcode" instruction is executed. Table 5 

25 provides a description of various registers provided within the graphics engine 1 0. 

Synchronisation commands are used to maintain the graphics engine 10 synchronised to internal and external 
hardware events. There are two synchronisation commands, namely no operation (NOP) and WAIT 

The NOP instruction has no effect upon the graphics pipeline other than to consume one word and one clock cycle. 
It is intended to be used at the end of an instruction stream so that the length of the stream is a multiple of four 32 -bit 

30 words. This ensures that the DMA controller, provided on bus 14 in Fig. 2. and which transfers data in four word bursts, 
will always send the last command. 

The WAIT instruction prevents the graphics engine 10 from executing new instructions until one of three events 
occur. Those events are: a hardware restart signal is received, a software restart is received, or the graphics pipeline 
becomes empty. Options to the instructions select which of the events will restart instruction execution. Pixels from the 

35 previous instruction which are still in the graphics pipeline, are not effected by this instruction. 

The hardware restart option allows the graphics engine 10 instruction execution to be synchronised to external 
"real-time" events. This is required when performing a "test scan" where the graphics engine 10 is used to copy an 
image from the compositing memory 4 to the workscreen 3. while the scanner 6 is writing to the page memory 4 simul- 
taneously The graphics engine 10 and the scanner 6 operate on opposite halves of the page memory 4. and swap over 

40 every eight lines. The instruction stream presented to the graphics engine 10 is separated into multiple strips of eight 
lines. A single WAIT instruction is inserted between the compositing commands for each strip. This forces the graphics 
engine 10 to wait for the scanner to "catch-up" before proceeding to the next step. 

A software restart option allows the computer 1 to be synchronised to the graphics engine 10 instruction execution. 
If the computer 1 needs to perform certain tasks between groups of graphics instructions, a WAIT instruction can be 

45 inserted between the groups. When the graphics engine 10 reaches the WAIT, an interrupt is optionally generated, and 
the execution of the new instructions is suspended until the computer 1 writes to a CONTROL register with the 
RESTART bit set. as will be discussed later. 

The pipeline empty restart option allows the graphics engine 10 to wait until the previous instruction is fully com- 
pleted before starting a new instruction. This instruction is generally not required in normal operation. It is only required 

50 if a design error allowed neighbouring i instructions to effect each other. Table 6 shows the bit relationship of the WAIT 
instruction. 

In addition to registers provided for the DMA bus 1 4 in Fig. 2, registers are also available for the computer 1 to inter- 
face with the graphics engine 10. Table 7 lists internal registers of the graphics engine 10 showing the relative address, 
size and whether the respective address is readable or writable. The COMMAND register provides an alternate mech- 
55 anism for writing graphics commands to the greiphics engine 10. Writing to the COMMAND register places the input 
data on the top of a FIFO 150 within the RP interface 100. and is effectively the same as writing via the DMA bus 14. 
The status of the FIFO 150 should be read from the STATUS register before writing to the-COMMAND register, to 
ensure that the FIFO 150 is not full. Writing graphics commands via the COMMAND register is relatively slow, as it is 
not expected to be used in normal operation. W does, however, provide a means of "single stepping" the graphics engine 
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10 for debugging and self test purposes. The FIFO 150 can also be written one word at a time. The control unit 300, 
however does not read the FIFO 150 until it contains at least four words. Table 8 shows the arrangement of the com- 
mand register. 

The CONTROL register is used for setting interrupt masks, clearing interrupts, and enabling various test modes. 
5 and includes a bit configuration as shown in Table 9. 

The HIE bit is the hardware interrupt enable. If set to a 1 , the computer 1 will receive an interrupt when the graphics 
engine .10 receives a WAIT command when the "hardware restart" option is enabled. This interrupt is cleared by writing 
a 1 to the CHI bit (even if the graphics engine 10 is stopped). The setting of the HIE bit can be read from the STATUS 
register 

10 The EIE bit is the "ERROR" interrupt enable. If set to a 1 , the computer 1 will receive an interrupt when the graphics 
engine 10 detects an error condition. This interrupt is cleared by writing a 1 to the CEI bit. until a new error is detected. 
An error is detected if a hardware restart or a software restart is received when the graphics engine 10 is not in the 
STOPPED state. In the case of a hardware restart, this indicates a loss of synchronisation with the external real time 
event. The current setting of the EIE bit can be read from the STATUS register. 

75 The RST bit is used to restart the graphics pipeline. When this bit changes from a 0 to a 1 . the graphics pipeline is 
restarted. 

The SWR bit is used to generate a software reset. When set to a 1, the entire graphics engine 10 is reset to the 
power on reset condition. The SWR bit does not need to be cleared by a programmer, as the CONTROL register is also 
reset. 

20 The SEE bit is the "stop on error" enable. If set to a 1 . the graphics engine 10 will enter the STOPPED condition if 
an error is detected. 

Six bits designated TMn are used to enable test modes in blocks within the graphics engine 10. TMO is used to put 
the run length counter 220 into a test mode as will be discussed later. TMi is used to put page and screen address 
counters, within the address generator 800 into a test mode, as will also be discussed later. 
25 The STATUS register is used to monitor the interrupt flags and the FIFO 150 status, to read the version number, 
and to read the status of the various test modules. Tabke 9 shows the configuration of the status register. 

The HIE, SIE and EIE bits reflect the state of the interrupt masks set in the CONTROL register. The HIF. SIR and 
EIF bits are interrupt flags. If these flags are set. and their corresponding interrupt enable bit is set. an interrupt will be 
generated. 

30 The HIF bit is set when the graphics engine 10 receives a WAIT command with the "hardware restart" option ena- 
ble. This bit is cleared by writing a 1 to the CHI bit in the CONTROL register. 

The SIF bit is set when the graphics engine 10 receives a WAIT command with the "software restart" option enable. 
This bit is cleared by writing a 1 to the CSI bit in the CONTROL register. 

The EIE bit is set when an error condition is detected. This interrupt is cleared by writing a 1 to the CEI bit in the 
35 CONTROL register. 

The FFF bit is set when the FIFO 150 is full, indicating that the COMMAND register should not be written. 

The GR bit is set when the graphics engine 10 is running. Running is defined as "not waiting and the FIFO 150 is 
not empty ", (i.e. when the graphics engine 10 is executing an instruction). 

The DOE bit is set when a DMA controller, with the RP controller 1 20. detects an overrun condition in the FIFO 1 50. 
40 The TSn bits reflect the level of a number of internal modes which are used during testing by the device manufacturer 
during manufacture of the graphics engine 10 using LSI technology. The Vn bits contain the version number of the inte- 
grated circuit (LSI) chip. 

The graphics engine 10 inputs and outputs can be classified into four categories: 

45 1 . interface signals with the computer 1 , and in the preferred embodiment, the computer is an i960 processor oper- 
ating at 33MHz; 

2. Page memory 4 interface signals; 

3. pan/zoom interface signals; and 

4. other interconnect signals. 

50 

Table 10 provides a list of each of these signals. 

The computer 1 (i960) can access the graphics engine 10 in three ways, either by DMA writes, register reads, and 
register writes. The DMA interface 14 is used to transfer graphics commands from the memory of the computer 1 at high 
speed. Register writes are used to configure the graphics engine 10. and register reads are used to monitor the status 
55 of the graphics engine 10. Register reads and writes are also used in test and debug modes. 

High speed DMA accesses are required in order to transfer large images to the graphics engine 10 without degrad- 
ing the operation of the graphics system, seen in Fig. 1. The graphics engine 10 has an internal FIFO 150 which 
accepts four consecutive 32-bit words from the DMA controller of the computer 1 in a single DMA transfer. This type of 
transfer is known as a "quad word burst f lyby" DMA transfer. A DMA request is issued by the graphics engine 10 when- 
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ever the FIFO 1 50 has room for at least four 32 -bit words. The DMA controller of the computer 1 subsequently acknowl- 
edges the request and writes four 32-bit words of data in a single burst transfer. The time to complete the transfer is 
determined by the access time of the memory (usually dynamic RAM) of the computer 1. The time between accesses 
is determined by the available bandwidth of the bus interconnecting the computer 1 and graphics engine 1 0) . If no other 

5 DMA channels are operating, the graphics engine 10 is guaranteed at least 50% access to this bus. Assuming most 
accesses to the conrtputer 1 are burst accesses, the peak transfer rate to the graphics engine 10 is approximately 432- 
bit words every 26 processor clock cycles. This is equal to five million full colour pixels per second, or 20 megabytes per 
second at 33MHz when using the i960 processor. 

Registers are written by the computer 1 using the 32 bit data bus 12. one address line, a read/write signal, and a 

10 chip select as indicated by the bus 13 in Fig. 2. 

The interface between the graphics engine 10 and the compositing page memory 4 preferably has a bandwidth of 
approximately 1 00 megabytes per second. One 32 -bit pixel is read arxJ written in every pixel clock period (75 ns). Reads 
are performed in the first half of the pixel clock periods, and writes in the second half. The data bus 1 9 changes direction 
twice in every pixel clock period. Since the width of the data bus 19 is high (32 bits) care must be taken to ensure that 

15 there is no contention between the graphics engine 1 0 and the compositing memory q when the bus 1 9 is changed from 
input to output, and output to input. 

The compositing memory 4 uses static RAM chips with an access time of 25 ns. In order to relax timing constraints 
on the graphics engine 10. a one clock delay is inserted between issuing a read address, and reading the data at that 
address. This delay is compensated for by adjusting the position within the graphics pipeline of the engine 10 at which 

20 the data is accepted. 

Furthermore, in order to relax timing constraints on the graphics engine 10, a one clock delay is inserted between 
issuing a write, and when the write is actually performed. This delay is transparent to the operation of the graphics 
engine 10. 

The interface between the graphics engine 10 and the workscreen 3 uses the same address and data bus as used 
25 to read and write to the compositing memory 4. The workscreen memory 30 is shared between an S Bus device, display 
refresh, and reads and writes from the graphics engine 10 via the pan/zoom engine 9. As a result, there is a delay 
between issuing a read request, and reading the data at that address. Handshake signals from the pan/zoom engine 9 
indicate when the data is ready. This delay is accounted for by stalling the pipeline of the graphics engine 10 until the 
read data is received. The workscreen memory 30 can also have a delay when writing pixel data. Typically, the first pixel 
30 written will not be delayed, as the wrtte request is posted, and performed in subsequent clock periods. 

The preferred hardware implementation of the graphics engine 10 can now be described having introduced various 
control functions that the graphics engine 10 provides. Not all hardware components are described in detail as some 
perform functions that are readily identifiable from their name and hence are readily understood by those skilled in the 
art. 

35 Unless otherwise stated, all latches and f lipflops to be referred to use the main pixel clock signal PXCLK (operating 
at 13.35 megahertz). Enable signals do not clock these devices directly, or gate the clock, but simply select new data 
via a front end multiplexer which would otherwise recirculate old data. The various modules of Fig. 2 can now be 
described. 

The render processor interface 1 00 of Fig. 3 is responsible for controlling and monitoring the status of the graphics 

40 pipeline of the engine 10 from the computer 1 which is preferably an i960 processor. All control signals between the 
graphics engine 10 and the computer 1 are synchronous to the computer clock HCLK. The RP interface 100 resynchro- 
nises the signals to the pixel clock (PXCLK) which is used by the remainder of the graphics engine 10. The RP interface 
100 is divided into a control block 120 and a first-in-first-out shift register (FIFO) 150. 

The RP controller 120 is not shown in detail but generally includes an address decoder, a control register, a status 

45 register, an interrupt controller and a DMA controller The address decoder generates register select signals for the con- 
trol register, the status register and the command register. The control register, when selected by the address decoder 
is loaded with data from the computer 1 which is used to configure the interrupt, synchronisation, and test modes as 
earlier defined. The control register contains resynchronisation flip-flops to synchronise to the pixel clock PXCLK. The 
status register allows the computer 1 to monitor interrupt flags, the status of the FIFO 1 50. and other internal conditions 

so as defined earlier. The status register also contains circuitry to regenerate synchronised reset signals and status out- 
puts. The interrupt controller combines interrupt flags from the status register where the interrupt enables from the con- 
trol register to produce the output INT of i the interface 100. The DMA controller generates a DMA request when 
ROOM_44. seen in Fig. 3. indicates that the FIFO 150 has room for four more words from the computer 1. When the 
computer 1 grants a DMA cycle via the DACK signal, a new word is written into the FIFO 150 in each processor clock 

55 period where NEXT is asserted. If a DMA acknowledge is received when a DMA cycle has not been requested, an error 
condition is generated. A WRITEFF signal is asserted for each valid DMA word. 

The FIFO 150 as seen in Fig. 4 uses an eight word 32 bit dual port RAM 170 to interface the computer 1 with the 
pixel pipeline within the engine 1 0. A write address generator 1 55. synchronised to the processer dock PLCK interfaces 
the computer 1 to the RAM 1 70. A. read address generator 160. synchronised to the pixel clock PXCLK interfaces the 



8 

BNSDOCID: <EP 077S971A1 I > 



EP 0 775 971 A1 

RAM 1 70 to the pixel pipeline. Handshake signals between the two address generators are synchronised in each of 
their respective receiving circuits. 

The write address generator 155 operates synchronously with the i processer clock PCLK to produce an address 
and a write pulse to the RAM 170. The generator 155 also generates a signal to indicate when there is room for four 
5 more words, and two signals to irxJicate when the two halves of the FIFO 1 50 contain valid data. The FFMT output pro- 
vides an indication to the computer 1 via the status register of the RP Controller 1 20 that the COMMAND register should 
not be written. 

The generator 155 is implemented with a three-bit counter which is reset to 0 when the RP_RESET signal is 
asserted. The counter increments when the WRITEOFF signal is asserted. 

10 The read address generator 160 operates synchronously with the pixel clock PXCLK to produce an address to the 
RAM 1 70. The generator 1 60 provides a signal to indicate when the FIFO 1 50 is empty and two signals to indicate when 
the two halves of the FIFO 150 have been read. The generator 160 is implemented with a four-bit state machine which 
is initialized when the PX_RESET signal is asserted. 

Fig. 5 shows a state transition diagram which illustrates how the address and the "empty " signal (MT) are gener- 

15 ated within the read address generator 160. 

The control unit 300, seen in Fig, 6, interfaces the render processer FIFO 1 50 to the graphics pipeline. The unit 300 
consists of instruction and microcode registers 305 and 310. an instruction interpreter 320. and an instruction decoder 
350. The Instruction interpreter 320 parses incoming instructions and parameters, loading the registers 305 and 310 in 
accordance with the command received. The instruction decoder 350 uses the instruction register 310 to produce a sta- 

20 tus word which is passed to the graphics pipeline. If an "EX_UCODE" instruction is detected, the normal instruction 
decode is bypassed by the data in the microcode register 305. This code is used for test and debug purposes. 

The construction and operation of the instruction interpreter 320 and instruction decoder 350 will be apparent to 
those skilled in the development of applications specific microcontrollers and processors. In the development of each 
new microcontroller, a new or modified instruction set must be developed which when reading data, must involve the 

25 interpretation and decoding of various commands. 

The run controller 200, seen in Fig. 7. interconnects the RP interface 100 with the data path including interpolators 
400 and compositors 500. The run controller 200 performs two tasks through the generation of an interpolation ramp, 
and to indicate when the last pixel in a run is being composited. To perform these functions, it is required that the run 
controller 200 be loaded with the run length, a start pulse, a valid indicator, and a stall indicator. The run length is loaded 

30 from the FIFO 150 database when instructed by the instruction interpreter 320 of the control unit 300. The start and 
valid signals also come from the instruction interpreter 320 whilst the stall signal comes from the write controller 900. 
As seen in Fig. 7. the run controller 200 includes a run length register 210. a run length counter 220. and a ramp gen- 
erator 250. 

The run length register 210. shown in more detail in Fig. 8. includes latches 212 and 214 and a multiplexer 216. 
35 The latch 212 contains the run length of the next graphics command. The current graphics command can still be run- 
ning when the latch 212 is loaded. The latch 214 contains an alternate run length which is used when an USE_ALT sig- 
nal is asserted. 

The run length counter 220. seen in detail in Fig. 9. includes a multiplexer 222, a decrementing counter 224. a gate 
226. a latch 228 and a logic unit 230. The run length counter 220 counts the number of pixel composited and indicates 

40 when the last pixel is in progress. The counter 220 is initialized with one less than the value in the run length register 
210 when the START signal is asserted. The counter 220 decrements in all cycles, including the start cycle, unless 
STALL is asserted or VALID is negated, in which case the counter retains the current value. When the counter reaches 
0. the LAST signal is asserted. The minimum value for the run length is.l. In this case, the LAST signal is asserted in 
the same state as the START signal is asserted. 

45 The ramp generator 250, seen in Fig. 10 generates a linearly increasing number from 0 to 255 over the real time 
duration of the graphics instruction being executed. The generator 250 is initialized with the value in the run length reg- 
ister 210 when the START signal is asserted. The generator 250 is updated in all cycles unless the STALL signal is 
asserted. 

The ramp generator 250 comprises an input latch 252 which supplies a multiplexer switch 254 selected by the 
50 START signal. The multiplexer 254 outputs the 13 bit data word, representing the run length, to four individual units 
which operate on selective bits of the word. The eight least significant bits are supplied to a ROM 260 which comprises 
a lookup table outputting a value corresponding to 255/(RL-l). All 13 bits of the word are supplied to a subtractor 
CONST1 265 which calculates the value (51 1 - RL). Similarly, all 13 bits also supply a further subtractor CONST2 270 
which calculates (512 - 2RL). The five most significant bits supply a mode detector circuit 275 which represents a five 
55 input OR gate which provides a jump signal. The outputs of ROM 260. CONST1 265 and CONST2 270 connect to three 
multiplexer switches 284. 280 and 282 respectively. The multiplexers 280 and 284 are switched when the jump output 
of the mode detected circuit 275 is asserted. The multiplexer 282 is switched when the most significant bit output from 
the accumulator D-f lipf lop 292 is asserted. The generator 250 also includes a summer 290. further multiplexers 286 and 
288. a f lipf lop 294 and a latch 296. It is apparent from Fig. 1 0 that the output of the accumulator f lipf lop 292 divides such 
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that all 16 bits are fed back to the summer 290. with the eight most significant bits outputting to the multiplexer 288. As 
indicated earlier, the most significant bit. bit 15. feeds back to switch the multiplexer 282 as well as supplying an input 
to the flip! lop 294. 

Figs. 1 1 A and B show the two ways in which the ramp output of the generator 250 is formed. Note that an update 
5 of the generator 250 does not necessarily imply that the ramp output value is changed (as in the case when the run 
length is greater than 255). The generator 250 operates in two modes. Firstly a "jump" mode when the run length is less 
than or equal to 255. and a "step" mode when the run length is greater than 255. The mode is determined by an exam- 
ination of the five most significant bits of the run length. In the jump mode, the ramp value will increase by at least one 
in every clock period. In the step mode, the ramp value inaeases by a maximum of one in each clock period. 
10 When in the jump mode, the output value from the ROM 260 is added to the accumulator 292 which is initialized to 
zero by the START signal. The most significant bits of the accumulator form the ramp output as can be seen from Fig. 
10. 

When in the step mode, the generator 250 applies an algorithm similar to Bresenham's line drawing algorithm, 
which is known to those in the computer graphic arts. The accumulator 292 is initialized with the constant (51 1 - RL). 

15 and the ramp counter is initialized to zero. In subsequent clocks, one of two constants are added to the accumulator:- 
510 If the accumulator is negative, or, (512 - 2RL) if the accumulator is positive. The ramp counter (flip flop 294) is incre- 
mented on every clock where the accumulator 292 is positive. Note that the step mode requires the multiplexer 254 to 
bypass the latch 252 during the START cycle. This allows the new value in the CONSTI module 265 to be loaded into 
the accumulator 292 in the START cycle. The multiplexers 280 and 282 are shown in Fig. 10 for clarity only. A simpler 

20 implementation for the multiplexer 280 is a string of AND gates. Similarly, the multiplexer 282 can be implemented as a 
string of OR gate for the nine least significant bits, and a string of AND gates for the most significant bits. 

The colour component data path of the graphic engine 10 consists of three eight-bit data paths. Each eight-bit path 
contains an interpolator 400. which also performs colour correction, and a compositor 500. The red. green and blue 
interpolators are identical. The three compositors, however, are slightly different. The green compositor is used by the 

25 matte channel in some instructions and the resulting differences in the green channel are described later in this speci- 
fication. The colour interpolators 400 comprise three modules: a synchronisation module 410. an interpolation phase A 
420. and an interpolation phase B 450. The synchronisation module 410 spans stages 0 and 1 of tiie graphics pipeline 
and holds operands for the current instruction, and instruction operands for the next instruction. The interpolation 
phases A and 6 (420 and 450) perform blends and colour correction. The two phases are required in order to maintain 

30 one pixel per clock cycle. Phase A (420) is in stage 2 of the pipeline, and phase B (450) is in stage 3. 

The synchronisation module 410 is not shown in detail but however comprises latches and flipflops which provide 
the start colour, the end colour and the pixel value. 

The interpolation phase A 420 is shown in Fig. 13 and performs two types of calculations, either blends, or colour 
corrections. Those skilled in the art will appreciate tiiat colour runs are simply a degenerate case of a blerxj when the 

35 Start and end colours are the same. The phase A interpolator 420 performs calculations for the first part of both types, 
namely 

for blends. C_MULT=(END-START)* RAMP/256 
for colour correction. C_MULT=(END*PIXEL7256). 
The interpolator phase A420 comprises a summer 422 which subtracts the START value from the END value. The 
40 multiplexers 424 and 426 change the inputs to tine multiplier 430 respectively. For blend commands, the summer 422 
has a nine-bit two s complement output which is fed to the multiplier 430. For colour correction commands, the END 
value (which also corresponds to the CONTRAST) is fed to the multiplier 430 when the sign bit is set positive. In blend 
commands, the second input of the multiplier 430 comes from the ramp generator 250 of Fig. 10 and has the effect of 
controlling the mixing proportion. In colour correction commands, the second input of the multiplier 430 comes from the 
45 commands pixel string. A new pixel to be colour corrected is loaded every non-stalled clock period. Only the top nine 
bits and the sign of the multiplier output are required. The output is a lO-bit two's complement number. Rounding is not 
performed as a one least significant bit error is considered acceptable. 

The START_D output contains a delayed version of the START value for tiie next phase of the interpolator. In colour 
correction mode, the START value is equivalent to the BRIGHTNESS. 
50 Phase B 450 of the interpolator 400 performs the second part of both of the blends, and colour correction calcula- 
tions, namely 
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for blends, D_OUT=C_MULT+START_D 
^ = ( (END-START) *RAMP/256) +START 

for colour correction, 

D_OUT= (C_MULT*2) +START_D 

10 

= ( (END START) *RAMP/128) +START 



75 It Should be noted that rounding errors introduced by the multiplier 430 of phase A 420 lead to an error of one in 
the final value of the- blend. That is: 

for END-START>0. D_OUT(FINAL)=END-1 
for END-START<0. D_OUT(FINAL)=END+1 . 
The phase B circuit 450 comprises two multiplexers 452 and 454 both supplying a summer 458. The summer 458 
20 supplies a limiter 460 which. In turn, supplies the output via a latch 462. The multiplexer 452 changes the inputs to the 
adder 458 to perform the multiplication by 2 for the colour correction function. The most significant bits pass straight 
through to the adder 458. For t)lend commands, this has the effect of sign-extending 
bit 8 by one position. 

The multiplexer 454 adds an extra two inputs to the adder 458 to perform a sign-extension for the colour correction 
25 function, which uses a 8-bit signed format for the BRIGHTNESS. For blend commands, these two bits are set to 0. as 
the START value is unsigned. The adder 458 sums the two lO-bit signed numbers output from the multiplexes 452 and 
454 to produce a lO-bit signed result, and a positive overflow indicator (POV). A negative overflow is not possible in 
either blend or colour correction modes, in blend mode, the start value is always positive, and in colour correction mode, 
the MULT value is always positive. 
30 The adder 458 output is passed to the limiter 460 which is used to saturate values greater than 255 to 255. and 
values less than 0 to 0. This function can be disabled by an EFFECTS signal which comes from the COLOUR SOURCE 
field in the command. The limiter 460 has no effect in run or blend commands as the adder 458 output is always in the 
range 0 .. 255. The output from the limiter 460 is latched (462) in every non-stalled clock period, in readiness for the 
next pipeline stage. 

35 The limiter 460 is not shown in detail as its configuration can be readily derived from the above description. The 
limiter 460 has an input bus range from -128 to +638. 

Fig. 15 shows a colour compositer 500 which includes four modules comprising a synchronisation module 520, a 
compositing phase A 540. a compositing phase B 560, and a matte multiplexer 580. The synchronisation module 520 
Is in stage 4 of the graphics pipeline. It latches the RGBM data from the external compositing or workscreen memory 

40 (28 or 30) and synchronises it with the pixel pipeline. Compositing phases A and B 540 . and 560 perform a blend 
between the original value in the external memory, and the new value from the corresponding interpolator 400. The pro- 
portion between original and new is controlled by the BLEND bus. which comes from the matte connbiner 700. Two 
phases are again required in order to maintain one pixel per clock cycle phase. Phase A540 is In stage 5 of the graphics 
pipeline and phase B 560 is in stage 6. The matte multiplexer 580 allows the data from the matte channel to be output 

45 on one or more of the colour planes. This is performed in stage 7 of the pipeline. The G OUT bus is shown shaded as 
It only exists in the green channel for use with the matte combiner 700. 

The synchronisation module 520 is not shown in detail as It merely latches data from external memories to provide 
that data synchronously with the phase A unit 540. The STALL signal is delayed in this module by one clock period to 
compensate for the one clock delay when reading from the compositing or workscreen memory 28 or 30 as earlier 

so noted. 

Phase A 540 of the compositor 500. seen in Fig. 16, performs the following calculation: 

C_MULT=(C_ORlG - C^NEW)' BLEND/256. 
Phase A 540 includes a summer 542. a multiplier 546 and output latches 548 and 550. All commands use the same 
format with 8-bit unsigned . values on each of the NEW, ORIG, and BLEND inputs. The output from the adder 542, 
55 which, having an inverted input functions as a subtracter, is a 9-bit two*s complement number which is fed to the multi- 
plier 546. The second input to the multiplier 546 comes from the matte combiner 700 and has the effect of controlling 
the mixing proportion. A value of 0 represents a fully opaque compositing. Only the top 8 bits and the sign of the multi- 
plier 456 output are required. The output is a 9-bit two's complement number. Rounding is again not performed as a 
one least significant bit error is considered acceptable. The NEW_D output contains . a delayed version of the NEW 
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value for the next phase (560) of the compositor 500. 

Phase B 560 of the compositor 500 is shown in Fig. 17 and performs the following calculation: 

D_MULT=C_MULT+C__NEW_D 

= ( (ORIG-NEW) *BLENO/256) + C NEW. 



10 

Note that rounding errors introduced by the multiplier 546. in phase A 540 lead to an error of at least one for non- 
opaque compositing. For example: 
when ORIG-NEW>0. 
D_OUT (fully transparent) = ORIG=1 . 
IS when ORIG-NEW<0. 

D_OUT (fully transparent) = ORIG+1 . 

Fully opaque compositing will always produce the 

exact NEW value. That is: 

D_OUT (fully opaque)=:NEW. 

20 Phase B 560 includes an adder 562 which sums the 9-bit signed number from the multiplier S46 in phase A with 
the 8-bit unsigned value from the GRIG delay flip-flop 550 also in phase A 540. The result is always in the range 0 to 
255 as the compositor 500 can only produce numt)ers between the GRIG and NEW values. The output from the adder 
562 is accepted by latch 564 in every non-stalled clock period, in readiness for the output stage of the pipeline. 

The transparency data path seen in Fig. 2 comprises a transparency interpolator 600 and a matte combiner 700. 

25 That data path performs two main functions, firstly to generate a transparency blend by interpolating between a START 
and END transparency and to combine the transparency blend with the matte plane. 

The transparency interpolator 600 is shown in Fig. 18 having three modules including a synchronisation module 
610. an interpolation phase A 640, and an interpolation phase B 670. The synchronisation module 610 spans stages 0 
and 1 of the pipeline. It holds operands for the current instruction, and latches operands for the next instruction. Phases 

30 A 640 and B 670 perform transparency blends and lecturing. Again two phases are required in order to maintain one 
pixel per clock cycle. Phase A is in stage 2 of the pipeline and phase B is in stage 3. 

Fig. 19 shows the various components within the synchronisation module 610. Latches 612 and 614 hold the 
START and END transparency parameters for the next instruction. This corresponds to stage 0 of the pipeline. Flip 
f lops-620 and 622 load these values when the START signal indicates the first pixel of a new instruction is in progress. 

35 A third latch-616 holds the texture start parameter for the next instruction. This is a 2-bit parameter which determines 
the byte offset into the initial texture word for texture run and blend commands. It is loaded into a third flip-flop 624 via 
a next offset module 618 when the START signal indicates' the first pixel of an new instruction is in progress. A fourth 
flip-flop 626 holds the texture for up to four pixels in texture run and blend commands. The flip-flop 626 is loaded from 
the data bus D_IN in every fourth non-stalled clock period. A fifth flip-flop 628 holds the transparency for each pixel 

40 value in pixel string commands, and is loaded from the data bus in every non-stalled clock period. 

The next offset module 618 is used to control the texture byte offset, and the texture word flip-flop 626. For texture 
run and blend commands, the texture byte offset is Initialised when the START signal is asserted, and counts by one in 
other non-stalled clock periods. When the offset equals 3. the LASTT signal is asserted. The texture word fiip-fbp 626 
enable signal is also asserted at this time as well as during the start cycle 

45 Phase A 640 of the interpolator 600 is shown in Fig. 20 and performs the following calculation: 
T_,MULT=(T_END-T_START) •RAMP/256. 
Phase A 640 includes a summer 642 configured to subtract two input data bytes. The output of the summer 642 is 
a 9-bit two's complement output which is fed to a multiplier 644. The second input of the multiplier 644 comes from the 
ramp generator 1 50 of Fig. 10 and has the effect of controlling the mixing proportion between the start and end values. 

50 Only the top eight bits and the sign of the multiplier 644 output are required. .The output is a 9-bit two's complement 
number. Again, rounding is not performed as one least significant bit error is considered acceptable. Phase A 640 also 
has a T_START_D output which contains a delayed version of the T_START value provided by a latch 652 for the next 
phase of the interpolator 600. A multiplexer 646 uses the T_OFF signal from the synchroniser 610 to select one of the 
four texture bytes in the T_PIXELS input. In texture run and blend commands, a different byte is selected in each pixel 

55 clock PXCLK period. In pixel string commands, the transparency is selected from the T_PIXELS input via a second mul- 
tiplexer 648. The texture is latched (654) to maintain synchronisation with pipeline stage 2. 

Phase B 670 of the interpolator 600 is shown in fig. 21 and perfornns the second part of blend calculations, namely: 
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TR_OUT=T_MULT+T_START_D 

=-((T END-T START) *RAMP/256+T-START* 



Note that rounding errors introduced by the multiplier 644 in phase A 640 lead to an error of one in the final value 
10 of a blend. That is: 

forT_END-T_START>O.TR_OUT(FINAL)=T-END-l 
forT_END-T_START<O.TR_OUT(FINAL)=T_END+1 
In Fig. 21 . an adder 672 sums the 9-bit signed value from the multiplier 644 in Fig. 20 with the 8-bit start value. The 
result is always a positive 8-bit value since it must be in the range T_START ... T_END. A multiplexer 676 selects the 
75 output of the adder 672 for run or blend commands, or the texture byte for other commands. In bitmap commands, and 
commands which do not have subsequent words, the opaque signal is asserted. This has the effect of forcing the tex- 
ture to 25S (opaque). 

The output from the multiplexer 676 is latched (678) in every non-stalled clock period, in readiness for the next pipe- 
line stage. The transparency value from the output of the "opaqueing" module is also latched (680) and passed sepa- 
20 rately to the matte combiner 700. The matte combiner 700 uses this value when the "matte source - subsequent" option 
is specified by the instruction set: 

The matte combiner 700 is shown in Fig. 22 having four modules including a synchronisation module 710. a matte 
calculator 730, a matte delay 720. and a green multiplexer 790. 

The synchronisation module 710 is in stage 4 of the pipeline. It latches the matte plane of the RGBM data from the 
25 external compositing 4 or workscreen 30 memory in the first half of the pixel clock period. Based on this value and the 
transparency from the transparency interpolator 600. the matte calculator 730 produces a blend value for the colour 
compositors 500. and a new matte value for the compositing memory 28. Matte calculations are performed in stage 4 
of the pipeline. The delay 720 passes the matte value unchanged to the green multiplexer 790 to synchronise with the 
colour components which are calculated in stages 5 and 6. The green multiplexer 790 allows the data from the green 
30 channel (400. 500: Fig. 2) to be output on the matte plane of the compositing memory 4. This is performed in stage 7 
of the pipeline. 

Fig. 23 shows the components within the matte synchronisation module 710. A latch 712 produces a delayed ver- 
sion of the STALL signal to compensate for the one clock delay in the compositing memory 28. The input data from the 
external memory is asynchronous to the main internal pixel clock PXCLK. It is, however, synchronous to the CLK 2 sig- 
35 nal which is used to derive the pixel clock via a NAND gate 714. so the phase is fixed. This data is latched (716) in the 
first half of the pipeline stage 4. 

The matte calculator 730 is seen in Fig. 25 and performs two calculations: 
BLEND = LIMIT (TRJN-M_SYNCD) 
M^OUT = LIMIT (M_SYNCD-TRJN) 
40 where LIMIT (a-b) = 0. if a - b < 0 . 

Both the TR_IN and the M_SYNCD inputs are 8-bit unsigned values. The components in the top half of Fig. 25 cal- 
culate the BLEND output which is used to control the mixing proportion in the colour compositors 500. An input to this 
block with a value of 0 represents fully transparent compositing. An output value of 0. however, represents fully opaque 
compositing. The BLEND value is calculated by substracting, using an adder 734. the matte data in the compositing (or 
45 workscreen) memory 28 from the transparency which has either a run. blend or texture value. A limiter 738 saturates 
this value to 0 if the result is negative, as indicated by the carry bit from the adder 734. A multiplexer 742 can bypass 
this calculation and select the input transparency if the T_MINUS_M input is not asserted (the T_MINUS_M signal is 
decoded from the command word in the control unit 300.) To compensate for the different input and output sense of the 
transparency, the multiplexer 742 is normally inverted by an EXOR block 750. or is passed straight through to the output 
50 via a latch 752 when the T_INV signal is asserted. 

The components in the bottom half of Fig. 25 calculate the M_OUT output which is written into the matte plane. This 
value is calculated by subtracting, using an adder 736. the transparency from the matte data in the compositing (or 
workscreen) memory 4.30. A further limiter 740 saturates this value to 0 if the result is negative, as Indicated by a carry 
from the adder 736. A subsequent multiplexer 746 can bypass this calculation and select the input transparency if the 
55 M_MINUS_T input is not asserted. A further multiplexer 748 selects the SUBS_T value if the matte source field of the 
instruction specifies "subsequent". Both the BLEND M_OUT VALUES are latched to synchronise to stage 4 of the pipe- 
line; 

The matte delay 720, seen in Fig. 24. passes the matte value unchanged to the green multiplexer 790 to synchro- 
nise with the components which are calculated in stage 5 and 6. A flip-flop 722 synchronises to stage 5. and a second 
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f lip-f lop-754 synchronises to stage 6. 

The address generator block 800 of Fig. 2 is responsible for providing read and write addresses for the compositing 
memory 4 and the workscreen memory 30. A read cycle and a write cycle are performed in each pixel clock period. 
Compositing memory 4 addresses are provided by a page - address generator within the address generator 800. and 

5 workscreen addresses are provided by a screen address generator also within the generator 800. The address gener- 
ator 800 operates in a manner known to those skilled in the art in selecting appropriate addresses within the work- 
screen and compositing memories. Having selected the appropriate address, either the page or screen addresses are 
multiplexed as determined by read and write signals. The write addresses are passed through a five stage delay to 
compensate for delays through the colour and transparency data paths. 

10 The write controller 900 of Rg. 2 performs three main tasks, namely: 

1 . To implement additional functionality required for "bitmap mode** instructions: 

2. To provide appropriate pipeline delays of write control and other status information; and 

3. To interface to the compositing memory 28 and the pan/zoom engine 9 handshake signals. 

75 

Like the address generator 800. the write controller 900 forms functions known to those skilled in the art and a 
detailed explanation is not required in the specification. Essentially, the write controller 900 includes three stages com- 
prising a bit map shift, a status delay, and an I/O control unit. In bit map mode instructions, a single 32-bit word is used 
to enable or disable writes for up to 32 consecutive pixels. The status delay module provides appropriate pipeline delays 
20 of write control and other status information. It also contains a block which is used to detect when the pipeline is empty. 
The 110 controller interfaces to the compositing menrK>ry 4 and the pan/zoom engine 9 handshake signals. 

The foregoing description provides an architecture by which a graphics engine 10 can be produced to achieve col- 
our desktop publishing functions. 

The preferred embodiment of the graphics engine is able to implement a wide range of commands so as to manip- 
25 ulate image data. Five such commands respectively known as CANVAS RUN. CANVAS BLEND. CANVAS PIXELS. 
CANVAS TEXTURE RUN and CANVAS TEXTURE BLEND will now be described. 

The CANVAS RUN function composites a run of colours with the image, with compositing controlled by the trans- 
parency and the matte plane. This ' command simulates the interaction of paint with canvas or other textured materials, 
as textured dents in the background progressively "fill up* with "paint". The canvas run command composites the run 
30 length number of pixels of a colour equal to the start colour, starting at the page address. The intensity of compositing 
is controlled by the difference between the transparency run and the matte plane of the image. The matte plane is 
changed to be the difference between the matte value and the run transparency. 
The operation is as follows for n=0 to Runjerigth-I 
RGB(image)[address-«-n] 
35 = ((T(start) . Matte(image)(address+n]) *RGB(start) 
+ (256-(T(start).Matte(image)[address+n])) 
* RGB(image)[address+n))/256 

Matte(image)[address+n] 
= Matte(image)(address+n].T(start) 
40 where . represents a subtraction operation with underflow limiting. 

The canvas run command is used for compositing object based constant colour "brush strokes" onto a textured 
background, where it is desirable to simulate the cumulative interaction between paint and a textured background. To 
achieve this effect, the page matte should contain an image which corresponds to the texture of the background. 

The CANVAS BLEND function composites a blend of colours with the image, with compositing conf oiled by the 
45 blend transparency and the matte plane. This command simulates the interaction of paint with canvas or other textured 
materials, as textured dents in the background progressively "fill up" with "paint". 

The canvas blend command composites the run length number of pixels of a colour smoothly changing from the 
start colour to the end colour with the image, starting at the page address. The intensity of compositing is controlled by 
the difference between the blended transparency and the matte plane of the image. The matte plane is changed to be 
50 the difference between the matte value and the blend transparency. 
The operation is as follows for n=sO to Run/length-l 
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Interpolation (n] = n/ (Run_length-1) 
5 T(n] « Interpolation [n] *T (end) 

+ (1-lnterpolation [n] ) *T (start) 
RGB[n] = Interpolation [n] *RGB (end) 

10 

+ (l-interpolation(n] ) *RGB( start) 
RGB (image) [address+n] 
15 = ( (T[n] .Matte ( image) [address+n] ) *RGB(n] 

+ (256-(T(nl .Matte (image) [addressH-n] ) ) 
*RGB( image) [address+n 1 ) /256 

20 

Matte (image) [address+n] 
= Matte (image) [address+n] .T[n] 

where . represents a subtraction operation with underflow limiting. 

The canvas blend command is used for compositing object based blended colour "brush strokes'* onto a textured 
background, where it is desirable to simulate the cumulative interaction between paint and a textured background. To 
achieve this effect, the page matte should contain an image which corresponds to the texture of the background. 

The CANVAS PIXELS function composites a run of pixels with the image, with compositing controlled by the pixel 
transparency and the matte plane. This command simulates the interaction of paint with canvas or other textured mate- 
rials, as textured dents in the background progressively "fill up" with "paint". 

The canvas pixels command composites the run length number of pixels with the image, starting at the page 
address. The intensity of compositing is controlled by the difference between the pixel transparency and the matte plane 
of the image. The matte plane is changed to be the difference between the matte value and the pixel transparency. 
The operation is as follows for n=0 to Runjength-I 
RGB (colour corrected)(n) 
= Umit((RGB(contrast)*RGB(pixel)[n])/256+ RGB(bright)) 

RGB(image)[address+n] 
= {(T(pixel).Matte(image)[address+n]) 
•RGB(colour corrected)[nJ 
+ (256-(T{pixel).Matte(image)(address+n))) 
• RGB(image)(address+n))/256 

Matte(image)[address+n] 
= Matte(image)[address=n].T(pixel) 

where . represents a subtraction operation with underflow limiting. 
The canvas pixels command is used for compositing pixel based "brush strokes" onto a textured background, 
where it is desirable to simulate cumulative interaction between paint and a textured background. To achieve this effect, 
the page matte should contain an image which corresponds to the texture of the background. This command can also 
be used for simulating screen printing of a natural image onto a textured background. 

The CANVAS TEXTURE RUN function composites a run of colours with the image, with compositing controlled by 
the texture and the matte plane. This command simulates the interaction of textured brush strokes with canvas or other 
textured materials, as textured dents in the background progressively "fill up" with "paint". 

The canvas run command composites the run length number of pixels of a colour equal to the start colour, starting 
at the page address. The intensity of compositing is controlled by the difference between the i subsequent texture bytes 
and the matte plane of the image i The matte plane is changed to be the difference between the matte value and the 
texture bytes. 

The operation is as follows for n.O to Run Jength-I 
RGB(image)[address-han 
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= ({Texture[n).Matte(image)[address+n])'RGB (start) 
+(256-(Texture(n].Matte(image)[address+n])) 
• RGB(image)[address+n])/256 
Matte(image)[address+n] 
5 = Matte(image)[address+n].Texture[n] 

where . represents a subtraction operation with underflow limiting. 

The canvas texture run command is used for compositing textured object based constant colour "brush strokes" 
onto a textured background, where it is desirable to simulate the cumulative interaction between paint and a textured 
background. To achieve this effect, the page matte should contain an image which corresponds to the texture of the 
10 background, and the subsequent texture bytes should contain a texture which relates to the texture of the paint medium. 
The CANVAS TEXTURE BLEND function composites a l>lend of colours with the image, with compositing control- 
led by the texture and the matte plane. This commarKf simulates the interaction of textured brush strokes with canvas 
or other textured materials, as textured dents in the background progressively "fill up*' with "paint". 

The canvas blend command composites the run length number of pixels of a colour smoothly changing from the 
/5 start colour to the end colour with the image. The intensity of compositing is controlled by the difference between the 
subsequent texture bytes and the matte plane of the image. The transparency values of the start and end colour are 
ignored. The matte plane is changed to be the difference between the matte value and the texture bytes. 
The operation is as follows for n=0 to Blendjength-I 
lnterpolation(n] = n/(RunJength-l) 
20 RGB[n] = lnterpolation[n]*RGB(end) 

+ {l-lnterpolation[n])*RGB(start) 
RGB(image)[address+n] 
= ((Texture[n].Matte(image)[address+n])*RGB[n] 
+ (256-(Texture[n].Matte(image)[address+n])) 
25 *RGB(image)[address+n])/256 
Matte(image)[address+n] 
= Matte(image)[address+nl.Texture[n) 

where . represents a subtraction operation with underflow limiting. 

The canvas texture blend command is used for compositing textured object based constant colour "Brush strokes" 
30 onto a textured t>ackground. where it is desirable to simulate the cumulative interaction between paint and a textured 
background. To achieve this effect, the page matte should contain an image which corresponds to the texture of the 
background, and the subsequent texture bytes should contain a texture which relates to the texture of the paint medium. 

It will be apparent to those skilled in the art that the above described functions result in the matte plane being 
changed by either the colour information (transparency) of the image or the texture information of the image. Subse- 
35 quent manipulations are k>ased on the changed matte plane. 

The foregoing describes only one embodiment of the present invention, and modifications, obvious to those skilled 
in the art can be made thereto without the party from the scope of the present invention. 

For example, many of the individual building blocks described include a latch or latches which are used to buffer 
data out of that respective unit. Those latches are only used in the present embodiment to enable synchronisation 
40 throughout the various pipeline stages through the graphics engine 10. With hardware that is capable of operating at 
much higher speeds, the processing delays within the various hardware items will become insignificant and the require- 
ment for the latches will no longer be necessary. 
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Claims 

1 . A ramp generator (250) comprising: 

5 means (252) for storing a number (N) as a plurality of bits of information: 

accumulator means (260. 265, 270. 280. 282. 284, 286. 288. 290. 292. 294. 296) for generating a ramp output 
(RAMP) of said ramp generator between a predetermined minimum and a predetermined maximum; and 
means (275) for testing the most significant of said bits to cause (JUMP) said accumulator means to operate 
in one of a step mode or a jump mode of operation, whereby in said step mode, said ramp output increases at 

10 a rate less than 1 :1 and in said jump mode, said-ramp output increases at a rate equal to or in excess of 1:1. 

the value of said number determining the real time taken for said ramp output to traverse between said mini- 
mum and said maximum. 

2. A ramp generator as claimed in claim 1 . wherein said number represents the run length of a graphics instruction 
15 and said predetermined minimum is 0% of the interpolation range and said predetermined maximum is 100% of 

the interpolation range. 

3. A ramp generator as claimed in claim 1 or 2. wherein said number includes at least 8 bits and said means for testing 
establishes said step mode if said number is greater than 255 or said jump mode if said number is less than or 

20 equal to 255. 

4. A ramp generator as claimed in 1 . 2 or 3. wherein said accumulator means comprises a first module (260) for cal- 
culating 255/(N-1). a second module (265) for calculating (51 1 -N) and a third module (270) for calculating (512-2N), 
there being a first multiplexer (280) connected to a zero value and an output of said second module, a second mul- 

25 tiplexer (282) connected to a constant (510) and an output of said third module, a third multiplexer (284) having 
inputs connected to an output of said first module and an output of said second multiplexer, an adder (290) having 
one input supplied by an output of said third multiplexer, said adder outputting to a first input of a fourth multiplexer 
(286). a second input of said fourth multiplexer being input connected to an output of said first multiplexer, and an 
flip flop (292) connected to an output of said fourth multiplexer, an output of said flip flop being supplied as an output 

30 of said ramp generator and to a second input to said adder. 

5. A ramp generator as claimed in claim 5. further comprising counter means (294) connected to said output of said 
flip-flop and having a count value incremented thereby, and a fifth multiplexer (288) having a first input connected 
to a count value output of said counter means and a second input connected to said output of said fourth multi- 

35 plexer, an output of said fifth multiplexer being switchable between said count value to provide a step mode ramp 
output and alternatively said fourth multiplexer output to provide an alternate, jump mode output. 

6. A graphics engine to manipulate color image data on a pixel-by-pixel basis, said engine comprising: 

^0 a parallel data path for each one of three primary colors of said image data, each said data path comprising a 

cascade connected interpolator and compositor and said data paths being connected in parallel with a cas- 
cade connected transparency interpolator and matte combiner, wherein each of said color interpolators 
receives color variation commands, each of said compositors receives color input data for each said pixel in 
turn and said compositors transform said color input data in accordance with a pre-determined function the 

45 output of which is dependent upon both the input color data and the interpolator-variation command, and 

wherein said transparent interpolator receives transparency variation commands, and said matte combiner 
receives matte plane input data for each said pixel and said combiner producers a color blend value and an 
output matte value for each said pixel by transforming said input matte data in accordance with said transpar- 
ency variation-commands, the output of said graphics engine being color image data simultaneously manipu- 

50 lated as color, transparency, and matte, said color variation commands include a start value and an end value. 

said input color data being interpolated between the start value and the end value for a specific duration deter- 
mined by the color variation command, and 

a ramp generator, said ramp generator comprising: 

55 (i) means for storing a number (N). corresponding to said specific duration, as a plurality of bits of informa- 

tion; 

(ii) accumulator means for generating a ramp output of said ramp generator between a predetermined min- 
imum and a predetermined maximum; and 

(iii) means for testing the most significant of said bits to cause said accumulator means to operate in one 
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of a step mode or a jump mode of operation, whereby in said step mode, said ramp output increases at a 
rate less than 1 : 1 and in said jump mode, said ramp output increases at a rate equal to or in excess of 1 : 1 . 
the value of said number determining the real time taken for said ramp output to traverse between said pre- 
determined minimum and said predetermined maximum. 

5 

7. A graphics engine to manipulate color image data on a pixel-by-pixel basis, said engine comprising: 

a parallel data path for each one of three primary colors of said image data, each said data path comprising a 
cascade connected interpolator and compositor and said data paths being connected in parallel with a cas- 

10 cade connected transparency Interpolator and matte combiner, wherein each of said color interpolators 

receives color variation commands, each of said compositors receives color input data for each said pixel in 
turn and said compositors transform said color Input data in accordance with a predetermined function the out- 
put of which is dependent upon both the input color data and the interpolator variation command, and wherein 
said transparency interpolator receives transparency variation commands, and said matte combiner receives 

75 matte plane input data for each said pixel and said combiner produces a color blend value and an output map 

value for each said pixel by transforming said input matte data in accordance with said transparency variation 
commands, the output of said graphics engine being color image data simultaneously manipulated as color, 
transparency, and matte, wherein the transparency variation commands include a start value and an end value, 
said input matte data being interpolated between the start value and the end value for a specific duration deter- 

20 mined by the transparency variation commands, and 

a ramp generator, said ramp generator comprising: 

(i) means for storing a number (N). corresponding to said specific duration, as a plurality of bits of Informa- 
tion; 

25 (li) accumulator means for generating a ramp output of said ramp generator between a predetermined min- 

imum and a predetermined maximum: and 

(iii) means for testing the most significant of said bits to cause said accumulator means to operate in one 
of a step mode or a jump mode of operation, whereby in said step mode, said ramp output increases at a 
rate less than 1:1 and in said jump mode, said ramp output increases at a rate equal to or in excess of 1 :1 , 
30 the value of said number determining the real time taken for said ramp output to traverse between said pre- 

determined minimum and said predetermined maximum. 

8. A graphics engine to manipulate colour image data on a pixel-by-pixel basis, said engine comprising a parallel data 
path for each one of three primary colours of said image data, each said path comprising a cascade connected 

35 Interpolator and compositor and said data paths being connected in parallel with a cascade connected transpar- 
ency interpolator and matte combiner: wherein each of said colour interpolators receive colour variation com- 
mands, each of said compositors receive colour Input data for each said pixel in turn and said compositors 
transform said colour input data in accordance with a pre-determined function the output of which is dependent 
upon-both the input colour data and the interpolator variation command, and wherein said transparency interpola- 

40 tor receives transparency variation commands, and said matte combiner receives matte plane Input data for each 
said pixel and said combiner produces a colour blend value and an output matte value for each said pixel by trans- 
forming said input matte data in accordance with said transparency variation commands, the output of said graph- 
ics engine being colour image data simultaneously manipulated ascolour. transparency and matte. 

45 9. A graphics engine as claimed In claim 8 wherein said colour variation commands are selected from the group con- 
sisting of blends and colour correction. 

10. A graphics engine as claimed In claim 8 or 9 wherein said colour variation commands include a start value and an 
end value between which said input data is interpolated for a specific duration determined by the colour varla- 

50 tion. commands. 

11. A graphics engine as claimed in any one of clairns 8 to 10, wherein said transparency variation commands are 
selected from the group consisting of transparency blends and texturing. 

55 12. A graphics engine as claimed In any one of claims 8 to 1 1 . wherein the transparency variation commands irK;lude 
a start value and an end value between which said Input data Is Interpolated for a specific duration determined by 
the transparency variation commands. 

1 3. The graphics engine as claimed In any one of claims 8 to 12 wherein at least part of the image represented by said 
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data is provided with a textured surface appearance by said matte combiner and coloured with a predetermined 
colour by said compositors to form said image part which is simultaneously textured and coloured, the matte plane 
of said image part being changed in accordance with the colour data or texture data of said image part. 

5 14. A colour image data manipulation system including a graphics engine as claimed in any one of claims 8 tol 3. 

1 5. A ramp generator comprising: 

means for storing a number (N) as a plurality of bits of information: 

70 

an accumulator for generating a ramp-output between.a predetermined minimum and a predeter- 
mined:maximum: and 

means for testing the most significant of said bits to establish either a step mode or a jump mode of oper- 
ation, whereby in said step mode, said output increases at a rate less than 1 :1 and in said jump mode, said 
15 output increases at a rate equal to or in excess of 1 :1 . the value of said number determining the real time 

taken for said output to traverse between said minimum and said maximum. 

1 6. A ramp generator as claimed in claim 1 5 wherein said predetermined minimum is 0% of the interpolation range and 
said predetermined maxinujm is 100% of the interpolation range. 

20 

1 7. A ramp generator as claimed in claim 1 5 orl 6 wherein said number represents the run length of a graphics instruc- 
tion. 

18. A ramp generator as claimed in any one of claims 15 to 17 wherein said number includes at least 8 bits and said 
25 means for testing establishes said step mode if said number is greater than 255 or said jump mode if said number 

is less than or equal to 255. 

19. A ramp generator as claimed in any one of claims 15 to 18 wherein said accumulator comprises a first module for 
calculating 255/(N-l). a second module for calculating (5II-N) and a third module for calculating (512-2N). there 

30 being a first multiplexer connected to a zero vaue and an output of said second rruxlule. a secorKi multiplexer con- 
nected to a constant (510) and the output of said third module and a third multiplexer having inputs connected to 
the output of said first module and the output of said second multiplexer, and adder having one input supplied by 
the output of said third multiplexer and outputting to a fourth multiplexer having its other input connected to the out- 
put of said first multiplexer, and an accumulating flip flop connected to the output of said fourth multiplexer whose 

35 output supplied an output of said ramp generator and a second input to said adder. 

20. A ramp generator as claimed in claim 19, and comprising a counter connected to the output of said accumulating 
flip-flop and having its count value incremented thereby, and a fifth multiplexer having one input connected to the 
count value output of said counter and the other input connected to said output of said fourth multiplexer, the output 

<o of said fifth multiplexer being switchable between said count value to provide a step mode ramp output and said 
fourth multiplexer output to provide an alternate, jump mode output. 

21 . A graphics engine as claimed in claim 1 0 or claim 12 including the ramp generator as claimed in any one of claims 
1 5 to 20 and wherein said specific duration determines the ramp output of the ramp generator. 

45 

22. A desktop publishing system comprising a computer (1). a colour output device (3.7) and a rendering processor 
(10) arranged to perform rendering Operations (e.g. colour fills, mattes, or mixing two images) to generate image 
data supplied to said output device. 

50 23. A system according to claim 22 which includes a workscreen memory (30) coupled to an image display apparatus 
(3) and a page memory (4) coupled to an image printer (7). said rendering processor (10) being arranged to access 
said memories (30. 4). 

24. Apparatus for processing image data to provide a colour image output, which comprises means for operating upon 
55 red. green, blue, and matte or transparency information, wherein separate means are provided for each of the col- 
our information and the matte information is processed by one of said colour processing means. 

25. A graphics engine including a grading circuit arranged to interpolate across a run of pixels from a first value to a 
second value, said grading circuit including a digital counting circuit arranged to produce a ramp of successive vat- 
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ues for use on successive pixels. 

26. Image processing apparatus comprising a rendering processor (10) for performing colour and matte operations on 
image data and, coupled thereto, a scaling processor (9) arranged to accept image data and to produce output 
image data of a different resolution corresponding thereto so as to expand or shrink portions of the image. 
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